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EXMOOR NEWSLETTER SPRING 1990 

Stran|i death on the moors 

78 year-old Fdith Turner was found dead on the roadside 
this month, close to Culcombe Manor church, where she 
walked her dog every day Her body was dlsooversed by 
National Trust worker Doug Walker, on his way to the 
oompound at Culcombo with some new saplings for the 
forest, in the early hours of May 3rd last. 

“It were a bit of a shock cumin' across the old dear 
like that, she was Just lyin' in heather a few feet from the 
road her and the dog. stone dead the pair of 'em Not a 
mark on them mind you. Just this horrible look In her 
face, like something from hell had oome up and got her. 
Horrible It were * 

Police sources commented that there was no 
dlsoernable cause of death at the Ume but an inquest had 
revealed massive damage to the hearts of both Miss 
Turner and the dog Pathologists were at a lose to explain 
the findings, other than as a simultaneous heart attack. 

The final twist to the story comes from Dr Blaise, 
who carried out the autopsy on Miss Turner. “I have seen 
nothing like it, the heart wasn’t so much damaged as 
torn to pieces. It looked as If something had worried it, 
like a dog worries a bone. If it was a heart attack, it must 
have been pretty damn spectacular... and then there 
were the claw marks 

Unfortunately Dr Blaise was unable to elaborate 
after speaking to the authorities and later denied he had 
ever made the statement. Edith will be best remembered 
for her work raising funds for the village committee and 
for her tireless campaigning to get the privately owned 
Culoombe Manor church reopened to the public, 
following Its closure by the new owner last year. 

BxcepUonal tides this year 

The forthcoming Equinox brings with It the usual tide 
warnings, however this year's first day of 8prlng will 
produce exceptional highs and lows according to Bristol 
University. 


Tn-ay claim that, Lha 'tuiiiHual Ejlgrimunt at the solar 
aystecn, with the Moon closer to the Eartli than aver 
before since records began, will c&ubv freak condi liens 
around the time of Lha tide lor rung 

Tns coastguard are particularly warning locale to 
.■I cay cLear of the shallow channels around the Hsmoor 
coast on March £1 LtseLf. ae the channels will be at their 
Lowest ebb and mliea of beach normally underwater will 
be revealed. Around 11:161s the point df Lowest water, 
with the strong possibility at freak waves as the tide 
rushes back Ln, urged on by ihe odd Cd uU I ILO US. 
NatoraUsts wishing to Study Urn phonCuftiSiia ftTe warned 
to take dare. 
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The story begin* on a one man archaeological dig in irrmnir 
English forest, in tbflifJtt ufDwondiire.Tlieoue man wiili 
whom wt arc concerned ^ j PmtftiHW Edward Lyntem. an 
unioninnate academic dimmed ro die a violent and 
mysterious death.. . 

A cold gust of n i (ilu an blew through ilif open door I»l 
[hr Uuiib. The lamplight flickered wildly, throwing eerie 
lhjdowson thf fare of the Imcrlmn figure. Lyitton patiwd 
for a moment to glance up at the imt ri prions on the wall 
before hilltL then resumed ho 1 rant it' wi hilling in the 
notebook, his fare twisted Willi desperation and his rjTi 
those of a mm ncating total madness. 

Startled by a noise behind him hymen spoil around, hui 
it w as too hir. The mwtivf struti* door had been slammed 
itiilt before hr could cover hall [lie distance t» the entrance 

The oil lamp which had been hanging from It had been 
dashed to [he floor and it ignited, vending flames shooting 
across the layers of dry leaves and debris covering the lltwir. 
Even as llir blaze took hold and swept towards him l.yiitnn 
l mild see there was no escape foe h ini and he turned away, 
into the comb to find a way to svarti those wins would find his 
charred body 

He | na (| to-save everyth mg of importance from the fire, 
so very much depended on it now. 

You will begin the game in control of Edward Lynton 
and must help him save his knowledge from the flames, 
Follossing hi* death hiiiOIl tfiehard will be lookin g for him 
and you will assume control of this character. 

IfLynteti Snr. succeeds; in preserving enou gh clues, then 
Richard should he able to go Oil atld solve the riddle of his 
father'* murder, brOSltling ever more involved in a much 
larger and more homlying mystery as he. does so. 

The epiwtdc with fcdwjrd ill the tomb is played as a 
prologue to the game proper, which must be solved be fore 
a full solution is possible- Norc that saving hirn is not 
possible! Whatever devious methods you tnaynmeoct, there 
it nothing to be done miter than ic ensure he does not go out 
in vain, 

Tlllie tO play ,.— .... .... .,. i.mji.i., i I,.n,.n,,ri,..,„ 










LOADING THE PROGRAM 

IUM AND COM I'All 111. Ei5: frorn she DOS prompt tyrif 
A> GAME 

with disk I ill [Iri™ A. Hrlum will then load in«l run the 

e™- 


EGA, CGA and Tandy formats arc all supported -with 
gf aphics ■ niona it alio supported bur wi thout graphics, 

The program will also run on any MS-DOS- machine using 
ANSI standard escape rode*. Oil these tiUrhinn^m 
.should type 

E, *_^1V ■ A> GAM r ANSI 

fo-tirn [hr game. 

ko install the garneunro your hard disk iuirrt disk 2 and type 

. A> INSTALL 

f=-f\ ■-■■ , of use the IJCJS command COPY *.* CtAWr 
to plate the files in a directory .din on drive C 


COM MODORE AMI GA 50Q/1000/2000: bw< th r system on 
the game disk on a S00 and insert it when asked for 
Workbench on ISXKM2000. 


ATARI ST; boot on tile gamedisk and follow the on-tfEKll 

prompts. 

Note: Regardless of which computer you are using you will 
alio need a formatted disk (NOT SUPi'E.IE']}) lei save and 
reload 4 he game Status on, If you dCin'tknDW howto format a 
floppy disk, consult yotlf computer v manual. 

Hard disk users ott HIM and COMPftTlBl iiS do not 
need this disk if they install the game on their hard disk 




QUICKSTART INSTRUCTIONS 

With such j wide variety ofuser^definrd features, 
DEMON’S TOMB will give ns brtt once you have read the 
manual thoroughly and are familiar with the options 
available to you. 

This may, however, take longer than five minutes and so 
for those pf you-wanting to gel OH with the slum , the 
following few Holes will ensure that the milial foray into tht 
game will he enjoyable and not COO frustrating, 
i. The game will bewtte Typed Tohi Mode when you 
scan, enabling you to enter text as you would for any other 
adventure. The parser supports multiple command*, 
separated by ftNI > or full stops and AGAIN repeats the 
whole of your last line ofinput as though you had retyped n. 
Graphics are called up by pressing FI. 
it. At the outset you are in control ofLynton bnr. He will 
die soon after the game begins, WFI AT EVER you Jo, do-n’i 
waste time trying to save hi m. Write the old boy off and 
concentrate on frying to save ho poumiora from the blare, 
iii. Use the RAMS AVE fun ction often. Then when you are 
kill ed, which you will be, often, RA MI OAIJ puts you back ar 
the point you reached when you last typed a RAM SAVE. 

Lv. The game uses a THINK ABOUT feature, as another 
form of the EXAMINE command, which activates your 
character's experience and can provide due sand insight into 
particular objects and penple. You wilt nerd this 10 solve 
many ofthe pur?les in the game, or™ n to progress very far 
into the mystery. 

Characters can think about anything they cotttc across, 
even if they have only read about it. or been told about it by 
someone else. 

v. UNDO can be used to undo whatever eonset|ucneei 
occurred as a result of your last actions, even if ft wat fatal. 
One undo works on one input line, regardless of how many 
commands ft con tains. 

This doesn’t even begin to coverall the options and 
features of the program, bus it will at (east ge t you started 
armed with a tCW of the more useful words and hopefully 
satisfy the initial curiosity enough for you to read the manual 
property! 





CONTROLLING THE GAME 

DEMON'S TOMB often twn alternative mode* of 
interaction to allow die user to ru* to mi re things to to it 
himself. There modes are: 

TYPED TEXT MODE 
(b) MENU MODE 

The s4tne adventure will bu played in eiihe r of diese 
modes- Most people veil] prefer m select their favou rite mode 
and stuy in Lt for the whole pmc ■ However, If you wish, you 
can switch Lurk-wards and forwards between them during 
play. When you save the game statu* to disk the currently 
selected mode is also remembered and will be restored on a 
subsequent reload of the saved game. 

MODE l - TYPED TEXT MODE 

Typed Text Mode is the normal way in which rummanth are 
entered into adventure games: you type in what you want to 
do and pre ss the RETURN key. However,, the game has three 
features which enhance the speed of entry and ease of use. 
These features are: 

(a)! INEI ntrOR 

This allows you so correct typing mistakes iu your 
current command tine and to recall, a her .md terns- any of 
yCi1:j previous fen command lilies, 
fb) MACROS 

These jtt essentially user defined abbreviations. For 
example, you can define “X" to mean “EXAMINE*, "GA 
■hi mean ,L GE.T ALT'" and so on. 

(e) advance;? parser 

t he parser interpret* yosW fqmnundt and turns them 
into actions in the game. The DEMON'? IOM 6 parser 
accepts many effort-wring complex commands, It also 
deliberately encourages you to be lazy by automatically 
fl lltltig in missing p«H of your input If a nrtw guides exist, it 
■ m offer you a numbered selection of possibilities and y^u 
simply press a key to complete your input 

If you are new to adventure games and all this is too 
unit It 1.0 take In at once - don't panic? These features are wot 
nseutiai to starting to play the game. Read the hints chapter 
m K ,vr y ourself the haite idea, then either have a go, based on 
the tjuickitirt notes, nr re-read this section lase r. 


THE LINE EDITOR 

The editor allow* you to do the following two things: 
la> Make alteration* to the line you arc typing 
Inevitably you will make typing mistakes. The simplest nf 
these is hitting the wrong key. To correct th is p res* the 
BACKSPACE key until you have deleted all the unwanted 
characters. You CU1 now retype the fCHTTCCt version. 

If yeut made a mistake earlier in the line there is th> need 
to delete and retype the whole line. Instead, move the cursor 
to where you made the mistake by using the following keys: 
LEFT one character left 

RIGHT our character ngbt 

CTRL LT FT one word LcE'i 

CTRL RIGHT one word right 

HOME tostJttnflinr 

END (’# ‘ on STl to end ofl me 

You can now insert asiy missing characters by simply 
typing them in. if. however, you want to replace something 
instead of inserting it, change the cursor from 'insrrt to to 
"overtype" mod c by pressing the IN 5 IsRT key: you can then 
rype oi-pr anything you wish U replace. Remember, the 
eu rsor does n ot aotomatieally go back into" insert modi' 
and you irmsr press IN SERI' again if you want it to go back- 
Most people- prefer 10 leave the cursor in Iticlr c.ivourltc 
mode. 

To this end, when you save the game status to disk, the 
cursor erode is also remembered and will he restored on a 
subse quent re-hud of the saved game . 

Some othL-r useful keys for chopping your input about 
arc the following: 

DELETE (or DEL) delete ihe character 

at the cursor 

CTRL BACKSPACE E delete everything before 

the cursor 

CTRL RETURN delete al L front the 

qi riot onward* 

When you have finished changing your line of Input 
press RETURN to submit it rathe game. It is useful ■« know 
that it doesn't matter whore the cursor iv on the line when 
you press RETURN; it doesn't have to be at the end. 



iM Ul- iiicv: .my of ilie last ten lines you typed for re use. By 
lepruLeiil y pressing the UP c ursot key you can step back 
ihrmigh die Ikn ten lilies you typed in and find the line you 
wish id reuse. If you accidentally go back 100 far, use the 
[SOWN curvur key Eu step forward .1 gain. Once you have 
found the one you warn, you Can cither edit it as if you had 
jwu typed it in Qi you can enter it unchanged by pressing thc 
RETUHN key. 

If you only want to Look at a previous line without lining 
theline you arc typing, use the UP key (0 find the old line xnd 
then use she DOWN key to return, in yoor current I me. 

NOTE; ST and Amiga veisinro allow you to use the 
mouse to move the cursor and retrieve previous, lines. 
Horizontal movement moves the cursor left/right and 
vertical movement retrieves previous lines. 

3 he Amiga version allows you to use the SHIFT key 
instead, of the CTRL key: they both have the same effect. 
Also, you can llsu CTRL- DEL instead of CTRL RETURN if 
you wish. 



USING KEYBOARD MACROS 

DEMON'S TOMB has Three commands which allow you to 
define micros (abbreviations)-. These eommatids are; 

— DEFINE 
— LIST 
— UNDEFINE 

To enLer one of These macro commands you jus! type it as 
you si-Lsuld a normal game command. As svith nomial 
commands it doesn't mutter whether you type m capitals or 
lower b-:o2; the game does noi di lie re n til te between them. 
I'lse way in which you use I hr three commands an; as 

follows; 

w dwpjne 

ThraCotlTJliiand allows you Ed define one word to mean 
aftotllerwf't-d or words. The w'isrd s ou have defined ean then 
be used instead of the other word or words when you are 
typing in your commands. For example: define ga * get all 
( L ga L mow means "get all'} 
def* define 
dffjt “ raainilie 
defp ■ put down 
del nh ■ pticebook 
deft ™ think about 
defbigwait ■ Walt, wait wait, wait 

(b) LIST 

This commsnd makes the game list out ail the mwrm 
you have defined. To use ii, just type ’'list". 

(c) UNDEFINE 

In rase you change your mind about a marmot 
accidentally' defineleincorrectly, this command makes Lite 
game forget a particular definition. Forramplt 
undcfme ga 
uiidefine bigwa.it 
ill nil-tine a 

‘ft.'hen you save the game status to disk, all your macros 
are also remembered and will he rescured on a subsequeni 
reload of the xjvedgamo. So, you date t have to type them all 
in again every time you nlay she game. 


THE POWER OF THE PARSER 

To nuke playing the game easier DEMON'S TOMB 
understand* more complex input than that described in the 
linn timer introduction. These more powerful features are 
listed below, along with examples of their use. 

— Multiple sentences on one input line: 

•go north and then kick the bucket 
•go north then kick the bucket 
•go north and kick the bucket 
•go north & kick the bucket 
•go north, kick the bucket 
•go north, kick the bucket 
•n, kick bucket 
•ft.». c. w. 

— Some verbs allow more than one direct object: 

•take the bag. the bucket and the pen 
•take bag. bucket and pen 
•take bag. bucket, pen 

— IT/THEM and to reference the last direct objcct(s): 
•take the notebook 
•read it 

•take die notebook, read it 
•take the notebook and the pen 
•put them all in the bag 
•put them in the bag 

•take the notebook and the pen. put them in the bag 
— Smart use of AND/, /Ac: 

•get book and bucket and pen and put them in bag 
•get book, bucket, pen. put them in bag 
— HIM/HER to reference the last character in 
your input: 

•pick sam up. examine him 
•take the sandwich from sam. hit him with it 
— Sonic verbs allow you to use ALL/EVERYTHING 
and BUT/EXCEPT 

•take all * 

•take everything 

•take the lot 

■take all but notebook 

•take all but notebook, bag and pen 


•take all except notebook and bag 
•take everything apart from the book 
— Adjectives can be used to specify a 
particular objcct(s): 

•get the red bag and the black bag 
•get all the big. red things 
•gel all the red things 
•get red 

•put all the metal things down 
— Some verbs allow you to use plurals: 

•drop all of the books 
•drop the books 

•drop all the books except the old one and 
the red ones 

•take everything but the books 
— Random selection of an objrct(s) where required: 
•drop something 
•drop anything 
•throw a book at sam 
•read one of the hooks 
•drop something old 

—» Speaking with the character* in the game: 

•say •‘hello" to sam 
• sam. hello 

•"hello" (spoken to yountif) 

•tell vaulkcr about tlir notebook 
DEMON'S TOMB parser does its best to complete 
incomplete sentence*. If there is only one object to take then 
you don’t have to type it. For example 
•take 

(sleeping bag] 

Here, the sleeping bag is the only visible object and so 
the game assumes that this is what you meant; it tells you this 
by displaying the name of the object in square brackets on the 
line below your input. If there was more than one visible 
object the game would respond in one of two ways, 
depending on the verb; for verbs like “take” and “drop" it 
display* a selection like this: 


•take 

1. deeping bag 

2. notebook 

3. biro 

4. torch 

Take winch of these? 

To complete this input, just press a numeric key in the 
range I to 4. If you don’t want to select any ot these, press 
either 0 or ESC. One verb where this selection is particularly 
useful is “go”. If you just type “go” on its own instead of, say. 
“go north", the game will offer you a selection of directions 
in which you can go. For example 
.go 

t. north 

2. east 

3. down 

Go which of these? 

For verbs like “examine" and “look under”, no selection 
is offered because this might give away some of the puzzles in 
the game. Instead, a question is displayed and you can type in 
an answer. For example 
•examine 
Examine what? 

•the coffin (or “'examine the coffin’*) 

Alternatively, you can ignore fJie question and type in a 
completely unrelated romroand like “go south”; the parser is 
smart enough not to nry doing “examine go south” and will 
correctly interpret ytw new command. 

If you ever give am Ambiguous command the game will 
always offer a selection of alternative* rcgmdUss of the verb 
type. For example 

•examine letter 
I. old letter 
2- new letter 

Examine which of these? 

In many cases the game will automatically take or drop 
objects as required before executing your command. Far 
example, assuming that you are not carrying a key. 

•unlock the door with the key 
•Taking the key first' 



Here, the game realizes that you need the key and do not 
already have it. Therefore, it tries to lake the key before 
attempting to unlock the door. The message bracketed by < 
and ">" tells you this. If. for some reason, you can't take the 
key a message will be displayed and the game will not bother 
to try unlocking the door. 



MODE 2 - MENU MODE 

Menu Mode has been designed to allow you to enter your 
commands in die fastest possible manner. A menu at die 
bottom of the screen offers a range of verbs. To give a 
command you must select a verb from this menu in one of 
the following wap 

(a) If the verb you want is already highlighted just press 
the RETURN key. 

(b) If the verb you w ant is adjacent or aimei; adjacent 

to the currently highlighted verb use the curvet- keys to move 
the highlight up, down, left or right. Once yew verb it 
highlighted, press the RETURN key. . , _ 

(c) Otherwise, type in the first letter oftb* verb vi>u 
want. This moves the highlight to the “next" Serb which 
starts with that letter. If this isn’t the verb you want, either 
repeatedly press the same letter until your verb is reached, or 
use the cursor keys to reach it. Once your verb is highlighted, 
press the RETURN key. 

Verbs starting wirh the same letter have been ordered so 
that the most frequently used verbs come first. For example. 
EXAMINE comes before EAT because there are more 
things to examine in the game than there arc to cat. Similarly, 
EAST, the “verb" which moves you east in the game, comes 
before EXAMINE 

Another useful tcature is die BACKSPACE key. This 
key moves the highlight to the “previous” verb which starts 
with the same letter as the currendy highlighted verb. 
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A message is displayed to tliih effect and you are returned to 
the verb menu «o thatyou can select another verb. In tonic 
rjsri. there is only one object to choose from iinl so the 
game J:io not ben her to put up ii menu, instead, it selects it 
tor you and (lie object appears in square butkeit on your 
command line (it. after the ™« prompt). 


Alai, not everything etn Iw speeded upr verbs tudi as 
SAY, LOAr> and SAVip ask you to type something in. SAV 
needs o> fei low wh at you want It * say and LOA E) and SA VB 
need a hie name. You may or may not be interested to know 
rli.fi the line editing facilities available wider Text Mode can 
be used ((lien entering this text. 


All this may sound very complicated for a so called 'last 
■npni mode 1 ' but what takes several paragra phs to describe is 
in fart wry intuitive and takes only a few minutes to leant 
tie member, it doesn't manor if your typing finger gets 
overenlhusiastic and tbinkgS it’s playing an arcade game; you 
can always select the UNDO verb which will undo the effects 
of your last command and the ESC’ Bey will always |tft you 
out of an. object menu, 


SOME IMPORTANT COMMANDS 

The following rommauds do mat actually make your 
character do anything m the story. Instead, they make it 
easier for yon to pi ay the ga me. If you have played either 
popular adventure games you might already know some of 
the synonyms shown in brackets 
AUXIN 

This will make Lhc game repeat your last input as if you lead 
nrtyprd the whole thing, for cst ample 
■pull the rope 

[ he rope gives sli ghtly, hill does norcpilte come 
loose. 


^again 

The rope gives a litt le more. 

(again 

The rope ft tidly comes free. 

Ythu candti quite Fancy tilings with 'again" iti Typed Text 
VLlhIl' ii.. I in Mr mm Mode). El "again " mil (he lirst cotmliauil 
on your liipni line, the comma nils before it are repealed 
inste ad of the last line you typed, for example, if you wan Ur d 
to tli b a ud ex a mrv , nud di 4 n ^'et; 

■ mb t kx lutip -1 xsit.rne k. " - -■■<*■■ ii 

f his is ree mw? •it 

(tub the Us■':(., vCiliM />. 

(tub 1 1 if: lih-ipi C,<;iTji:r»e i:. . 

►Limp it. 

It you findthAt-rtMifb-dnjWigi' i» asj»l stri'k *'*? 
st raigl 1 1 forw.i n| wrt of'" l^ r n". 



UNDO id OUKJ 

I his t((tn mi, 11idseiil urado ^.iwCt-vet Luwtpfl;>( : d ai;; 
et nisequcncc of tVife if'ymu c.beix ?e-' 

pot kiHr d; you eiut aet.un. !,• ■-ite“uisds> T ' ifyua wasiii cx 

1 1: iIih-sil' l n i.i lm-t howr mwsy ;isit^rt^ut ;S>cr* 've;c tie. ;< awr i.tj* 

11. | ii t line, [hey W-t .: f^e j .i f’tseH.ietdijdi, yop ... . , 

can undo 

■u.n.sv.LXTC.e ; ^e^: hit xStiZ) it. 

with a single " un „ . -, 




This ccwTifSandi is used to help you nuke a map of the game 
IWjtiifld-ihi'y^i,'J11g you a li-il ofciutt from your curre nt h icali on. 
For exJi hi pi e 
■ exits 

The obvious exit .are: north, south, tip. 

My 1 obvious riciti', tin' game mc^K ih.it none- '.'1 the 
other compass directions will take you auywficrc; t h at isn’t to 
say, for example, that putting a lever isn't going to reveal a 
tu r d our .111 ;3 thus ,«JJ ,i new exit. Sits rcmCttlbor, the things 
yon do in (he game cat* actually erratic or destroy exits. El w 
also possible for certain exits to appear and disappear with 
[lie passage of lime. 

TIME 

This nukes she game tel I you the current time in the story. 
He member that the time is displayed in 2-1 hour clock format. 
VERSION 

This displays the game title and the version number of your 
eopy of DEMON'S. TOMB. Please include this information 
■fynu ever report a fault id the game. 

CONCISE (or BRIEF) 

DETAILED (or VERBOSE or FULL) 

TERSE (or SU PERU RIFF) 

These commands sot the amount of information given 
in dcseriptLuiis cifgaroe Ineathim. Tile default is ‘"cmiE'isr" 
which gives a long description of a local i on n n your first visit 
and a short description on each subsequent visit. Entering 
’'detailed" will always give the long description, whereas 
'heme ' 1 only ever gives the name of the location. In addition, 
"terse’' inhibits the blank line alter each tum. Obviously, 
terse mode tan only lie used om-c you -ire very familiar with 
DEMON'S TOMB. 

RESTART 

This takes you nghi hack to the be ginning of the story again. 

QUIT 

^’hen you have (limbed playing, enter “quit* to leave the 
game. You will be asked to press *y" if you are sure’ if you 
want to save the game status (see the SAVE command below) 


to disk and have not already done so, press ’u" for no. When 
you do press ’y'you are then asked if you want to restart the 
game. Press 'y' if you wan l to do this, otherwise press ' rf to 
leave the g.une. 

RAMSAVE 
PAM LOAD 

I lie " rantsave" command saves the game status irt the 
computer's memory. Subsequently entering the "ntidcad'* 
command will rake you hack India t point in ihr game, even if 
your game character has died several rimes since then. These 
two commands arc particularly useful if you are about to 
embark upon a dangerous sequence of actions which could 
not be undone with the "undo ' 1 command (which only 
undoes your last input). You can enter "ramLoad” as often as 
you want; if wil I always take you hack to the last time you did 
a "nmisavc *. 

LOAD (or RESTORE) 

SAVE (or STORE) 

DEMON'S TOMB isn’t the sort of game which you are 
gtliiig tu limsli in mic pi .lying session, m> matter how muell 
coffee you drink! If you don't want to stair right back at the 
beginning every time you ultra the compute l- off you must 
save the game status to disk. I f )‘l)u art playing the game from 
floppy disks you will need to insert a fo rmatted disk to save 
the game on: you can save dozens of games on one disk. 
(Refer to jimr computer's manual to End out Low to formal a 
disk.) To do this you need to enter a Command like: 

'save ''mygame'* 

The word irt quotes ca n he anyt h ing you want provided 
that Lt is not more than eight lericns long. The game will save 
the tiiirrnl game status on the disk in a tile oflhis game, tty 
using different words you can have different saved games. 
Next tittle you play DEMON’S TOM IS-, you can reload a 
saved game by entering; 

■load "rnygaine- 1 * 

If you are irt Menu Mode when you wilt! to save I he 
gamejiij.f Mile S AVI verb ns you would any other verb. 
You prompted ro type in a filename of up to 

fi lette^bPHs !fft sTURN once you have done this 


EXITS 

This command is used to help you make a map of the game 
world by giving you a list of exits from your current location. 
For example 
•exits 

The obvious exits are: north, south, up. 

By ’obvious exits', the game means that none of the 
other compass directions will take you anywhere; that isn't to 
say. for example, that pulling a lever isn't going to reveal a 
trapdoor and thus add a new exit. So remember, the things 
you do in the game can actually create or drstroy exits. It is 
also possible for certain exits to appear and disappear with 
the passage of time. 

TIME 

This makes the game tell you the current time in the story. 
Remember that the time is displayed in 24 hour dock format. 

VERSION 

This displays the game title and the version number of your 
copy of DEMON’S TOMB. Please include this information 
if you ever report a fault in the game. 

CONCISE (or BRIEF) 

DETAILED (or VERBOSE or FULL) 

TERSE (or SUPERBRIEF) 

These commands set the amount of information given 
in descriptions of game locations. The default is “concise" 
which gives a long description of a location on your first visit 
and a short description on each subsequent visit. Entering 
“detailed" will always give the long description, whereas 
“terse" only ever gives the name of the location. In addition, 
“terse" inhibits the blank line after each turn. Obviously, 
terse mode can only be used once you are very familiar with 
DEMON'S TOMB 

RESTART 

This takes you right back to the beginning of the story again. 
QUIT 

When you have finished playing, enter “quit” to leave the 
game. You will be asked to press *y* if you are sure; if you 
want to save the game status (see the SAVE command below) 
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to disk and have not already done so, press 'n' for no. When 
you do press ‘y* you are then asked if you want to restart the 
game. Press *y* if you want to do this, otherwise press *n' to 
leave the game. 

RAMSAVE 

RAMLOAD 

Tbe "ratnsav e“ command saves the game status in the 
computer's memory. Subsequently entering the “ramload" 
command will take you back to that point in the game, even if 
your game character has died several times since then. These 
two commands are particularly useful if you are about to 
embark upon a dangerous sequence of actions which could 
not be undone with the “undo" command (which only 
undoes your last input). You can enter “rantload" as often as 
you want; it will always take you back to the last time you did 
a "ramsave”. 

LOAD (or RESTORE) 

SAVE (or STORE) 

DEMON'S TOMB isn't the sort of game which you are 
going to finish in one playing session, no matter how much 
coffee you drink! If you don't want to start right back at the 
beginning every time you turn the computer off"you must 
save the game status to disk. If you are playing the game from 
floppy disks you will need to insert a formatted disk to save 
the game on; you can save dozens of games on one disk. 
(Refer to your computer's manual to And out how to format a 
disk.) To do this you need to enter a command like; 

•save “mygame" 

The word in quotes can be anything you want provided 
that it is not more than eight letters long. The game will save 
the current game staw Oft *he tiisk in a file of this game. By 
using different words yOucwy have different saved games. 
Next time you playDfiMON-'5.TOMfl, you can reload a 
saved game by cnter&$. 

•load “myjf»m?" 

If you are in MiCou Mbdttwhcii you want to save the 
game just select the SAVE verb as you would any other verb. 
You will then be prompted to type in a filename of up to 
8 letters. Press RETURN once you have done this. 



When you JIVf (hr game Status to- dhk the follow ing 
things are also awd: 

— current modcoFoneractiuii ( I ypcd Test Mode/ 
Menu Mode) 

— my macros VOtl It jvc defined 

— cursor mode fort yprd Tent Mode 

(inircl/Lm 1 rtypr) 

— all die flpiion menu icttinp as described ill 
,L 4. I HE OPTIONS MENU", ITicse control: 
f^fit^jfcriiat. wiccn colours. status line, 

.and a number of other M«mp. 

’■aved (jtnit fmm disk all ihcsf things 
art- cl- fe^i&t}' they were w hen yon saved the game. 

This eW ' (’fine saver. 

; ■■ ■? ■i-i'-'.'/jf-f ■ 



THE OPTIONS MENU 

I lie environment in which yon play DEMONS TOMH U 
highly mrgnlipribk. What is litort. [lie Way you Itavc 
eon 11 pored the panic is saved out along with the story scams 
when you save the game to disk [sec SAVE in "' 3 ; SOME 
IMPORTANT COMMANDS”), 

To configure lk environment, you imm invoke the 
Options Menu by pressing the ESC key (top Left of 
keyboard), You can do this at any tune during die game and 
a soften as you wjiict the game will ibraysmumfitlhe point 
you left off once you leave this menu, 

When you have changed whatever option^} you want 
press RETURN or ESC to leave the menu and sec ikir 
effects. 

Eaeh Line of the Options Menu has rite name of m 
option followed hy the- current setting of chat option. You 
can change the setting of any option that doesn't Currently 
have “n/i" (ic Tiot applicable") after it- To change an 


option, use (In- UR and. \ ?t - St .hi lij.I'-.'i -'C keiyyiHl I i: u'nldN £|feat 
option. You tvrj (lieiSijye ttje I.TiF'J! vifi #iti5:ljj’x‘urtc5r k£y> 
to cycle i hm u glptHf^-Jtf^vy'itijigvfer tt^rtc-peo >n.toiiA'+tt tfu 
find she one yone^iljif. "do'n$i'ififr;_. iip■:■:+:■ hi vrj:■.,■ r)Jji. y: :: >. ■. 
options are n ot * ee it iay.:ft rins edei.w 

IMEORTANT >■ i StViuii 

users i .in pre ss tl: i'l ^Jtxi.ujceivtifri key 

iiud use (h I- muiVu-Mo ui iS^e.l);^- ml fl ie 

left mouse buttonaH j ml.yci* t tljjijhjTi thele-niiijSs for- 
an option i ri c tidily the '■^■nji.e w5ry ;is ihfiK irSHTruej'Hw-'fcp.yi-' 

The outions aA-de^Viitietl beknv ' "- : • ''••* 

aj oulp r j''v 7 . . 

fills controls I L>r; v; pee u itjfju.p wEvi b ell hltrtllii'l^tiuiu^ 
which of (he nv.Lj3j‘io|^'.opftopy'i .u: i 

(je. svhiL- h ories :Lre-- ).iVl'\i! 1 Sirs iabtr heJtrvrJihtTWi the _■ ■■ 

features of each trfnmt- ' " : * , - i& .-. o' * 
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VS* O'-’o' mr *V*u • ■'• ' 

OUTPUT 

TY^.E.|>' 

■Mmn ■■ 

nXED,(>«ktrAN' 

FORMAT 

TEXT 

MmfE j 

iWi'U^Tsmn:*t 

plain 44) 
plain 60 

\W 7 ' 

-— 

*' ■ ’ % 

, w ,.«i' '. 

plain fSO 

YES 


— ao 

window 4111 

YES 

— 

YES 441 

window 60 

YES 

YES 

YES 60 

window 80 

YES 

YES 

YES SO 

2 column 

YES 

YES 

YES 2x.Vi 



means "allows Typed Test 
interaction.'" 
means "allows Menu 

Mode interaction.'* 
rue am "input is always 
typed on bottom 
screen line, 1 * 
men ns “llsr width ofdlC 
on (pot arc*," 


The “2 column''inode displays two columns of text side 
by side. They behave as if die right hand foloinm were 
positioned beneath the left hand column-, new text always 


appears at the bottom of (he right 'hand column. Thislbnnat 
■x pjTlit ularly nood ■ishowinga record fifyoufpwviom 
com mind* - it can show a* many as 25 previous input*. 
(Note: forhr-O iM'JtlabrlitvLrL^tk^ n'ii^C, set the border colour 
to the same as the colour, rum the status 

line off and turn y 

b» graphic* rlhta^isiiwb 

Setting gra pi I ics r ll “on^t^tMyj^gamc display the prom pc 

(Press r 1 for 

whenever the story oaft* ior a picture. If you wish to see the 
picture press FI and the picture will be displayed until you 
pteis a key. If you don’t wish to sec the- picture, just ignore 
the p rompt and play on. 

c) menu input 

Provided that the ‘“output formal' 1 option is set to a format 
vtbjfh allows Menu Mode interaction you can put the game 
ittVieSiu Mode by turning this option on. Turning it ofTputs 
dir (jijsinr in fyped Text mode. 

d) input line 

^Option only afleets Typed Text mode. When turned on 
it keeps your ui pui line at the bottom of the screen, separate 
ftom the game's output, 
c) status line 

This option affects all otitput: formats. When turned on the 
top screen line it used to display your current game location 
and the current game time. Re member that the lime uses 
the 24 hour clock. 

fl echo to printer 

When you turn this option on, all subsequent game output is 
copied" to the primer. If the printer isn’t on or stops working 
then this option is automatically tutned off. fAmiga users 
require I MB af memory to use this option.) 

r] tnenu height 

This option only affects Menu Mode. It sets the number of 
lines in the menu window, 

hi and onwards-set the colou tS used for the various 
components erf" the display. 


On the IliM version you just sc leer the colour you want 
for each component and then press the ESC key to see the 
rcxulb- 

On the ST and Amiga versions a slightly different system 
is used. Elach component of the display uses one of four 
colours which arc eaited CoLourl, Ccdour2 b Colour.) and 
Cedoor-I- You select the culour (it. Colourl, 2,3 or4) you 
want for each component and thru press the ESC key to see 
the results. You can now recall the Options Menu by 
pressing ESC again and proceed to change the settings for 
the colours themselves (if, you actually set what CdlOLirl, 2, 
.4,4 look like), dunging the settings of the CoLourl, 2,d.4 
options produces an immediate visible result. Try it and see- 

The Amiga version also has an extra option that allows 
you to turn “smooth semi ling" on, You only need to select 
this ifyoLi prefer your text to scroti up the screen more 
slowly, or if you select one of a few peculiar colour scheme* 
which cause the text to flicker when scrolling- 


THE PANIC BUTTON 

If you are playing DEMONS TOM H when SOU should 
actually be working on your computer you may fowl the 
panic button very useful indeed. Pressing the F2 key will clear 
the screen and pur up a dkttnmy prompt. This screen will 
remain until you press F2 again: then the game wi II resume at 
the point you Lcftolf‘ It is fairly safe to leave the machine Mke 
this and go off and make another cup of coffee;, if someone 
tries to type something in, the following message is 
displayed: “This machine is busy - do not touch-" 



DEMON'S'EdSB: 

THE WAt .’THOUGH 

■ r ■ s^' '■ ij 

These notes ptoviJc a comprehensive help facility for ihusu 
hiivisig trouble wilh Mint ol’l Kt demonic- puzzles in the 
gimt, !l) order ns;! to spoil lilt tun for [he many wbn enjoy 
the igtwif, ht have coded the clues, such [h st they a™ nor 
iinmcrfiatsly readable. There will be no quick peek aL tin- 
bark Hif [lie book ill TE IIS ppnnr! If you want a clue. it's here 
bm you’re gonna have lu rtltty want id 

Yen! can get plenty of hr Ip for free during ibr ipii^ by 
MvirvjE'the 'think about’ option js erfeeo as you lie 1 the need El 
will regularly provide barkgnmod and detail on v. hat is 
going on around yon, o r tmi as the-ease may he. 

The unde is a simple word reversal but you may find ihe 
lines, nTe nOI quilt ill the Tight sirdif, either. What did you 
csptCt? an easy ride, tnayhe? Not with th is gamer! 


1 . lNTHnTOMB{ASLYINTON) 

I. Woh od 1 wols eln e rifgnol liguone ot do gmhieiuns? 
Kcolb ehr thguard fo ria yb gjtisolc eht eloh ni oht foor ltd w 
gnihremos egral hguune dna tibs hguoiic fli tiffON, cott 
h^'otnyl ydoWj 

2'."tt'oh oac I ptits dninibf 

Tdp ineht errhw tbtfirffevae jirurmtht Erchwemos dilos, 
leorperit'- crehwvtnriti a'nth* fca tJ1o< so levirgipjhrrp' TUll 
rebmemer ti Him ifig’jvtv inii oferrht dna uny 31iw evah cn 
peek sgnihnahi nroby^kar fcoefiuey tnaw mehiot eviurus. 

3, Tahw <nl 1 d ten ot pw? 

Sa hi In l la etoMevdasenlag, tsuj llieibs goibtyr<ve St fo L'ttun 
estl emhcmn»1 Yllai ifiie]W: drib, g?b, htoLe, knnbwtotl. ' 
tekeub. h-VTsu d.njriiqaJp_ Ho scy dna eht heiwdnasoi ehtgab 
oftsruoe- 

4. Yltcaxe woh dluCh* tla eht sgjliht eb deguarra III evas 
sneht? T naw eht llufrewsru he? Tup eht kuobeccm «ni the 



eitsal P gats tit a [Sink n I eht van dlia punt s i ilk chi retaw til ehl 

tekeub. iiht hrrot dl nulls evah lt«b dehetiws fFo ni nrUt eno 

or eht Kirettab lliw eb calf dna ti si on r>u Ot ennyiia rof 

gnihtyna. I’d li nrub, 

lhta fond tegrofonesole ehr niffoc d:k 

Etreht erae-viianreda syawet evaibcum fo lairetam, tub uoy 

liar emgiftadht IUO Tdflle v moy! 

t imlilyna esle I dltiohl dd CTO let' I [eg dekab Ol acnil lie*? 
&?y, E’.k.mi eras uoy evael a rule sa OI tahw li tiicTit nilToC, to 
|j (hpun [oil rLtCCO Ot ruoy gnirpillb ut kodl edisoir S'l» lla ni 
eht rrnntra fo ruoy gniyd. sa li erew. 

Hebto naht uht kcebe ruoy eenaruSlli si doog tiniaga. Biiit'b 
denfdiuiii ni tneicnaatselrp sinicn yb gnipar erif.. 

2, AS RICHARD, STARTING IN THE 
CAR PARK 

k Wuhli L<d E diilfeht bmot? 

Uny kuut dstuora sina hio e ht surra. Etefat si fpiihtdn s kein lli 
eht gnLppam fb chi snobae^l uuy nac hcaer ta siht c gats fo eht 
erring. Os Og odl tbt krowgcll 

tteblu naht ullT rebnseiriL’r taht Vaft [tl-dba- hreht si y Ills' COO 
eeaLp tiL eht toJp erehss'gnLdaer si ton a DemgUnihi, deta era 
enhffon rs^an erehc icylt 
7 . Tahw si silu nmad gud gnbud treh? 

Taht si ruoy devokb tep, mas. F.kil ILasgdsl eb nae eb a ber 
map ni the etsaw laaopsid, ru yreylufesu- ErenigL Ltiih r-t nicy 
llrcp, hgucihtla crs L ht LlLwebseinit uoy i’ocfw maw mih 
duuura, ylbieepse fi uny goiyrt ot peek ebi esiou iiwod. 

H. ■tt'oh nd I peek eht mud nepO? 

Tebmciner tahw tpek u utpo ni eht tsrif scalp dna 
tahw-deneppah Ot to. Nae uoy slnifeht gniisim tntti? 1'ahw 
lamina umi a noiHim seliui yawa mtvTfueiy si dooj' ta gmdniE 
sgllihr? IJid (lias lamina WtlLcb ylegnarts [a yoa tnieip no Hoy 
yavrot eht bmot? 

Syawlo snoitHoq, reven lnwun 




3. IN THE TOMB (AS RICHARD) 

I, Woh od 1tc p ot ii^pn cht inffisr? Drills'if sdeen tit tlllOCfb 
naoiruc tuoba d ot rehtob gpiintpo (i. I>ia! keab si d3o 
D rjllfif. Titiffl elpoc p dl (W>w ftuj i' geihe ni dna inn flilipiilf 

Ilrpti Jrtia dlti SftiJToti ycht d nuof pi iyl dnuora.Ta cb( 

due foehi eu^olorp, Notyl dluahi n»ti tic I •> mlf «i ud dht 
Kniht tnoba pnibiynj bosun u ndeht rebmihe. 

2 ,1 t'njc dutcht Isal c^ap foe Hi koobeion. Yhw ? 
EiUKfbcnhtfi pnihton netti™ ndii? Entksiylno na 
noisiepiiLi dna [j-hr sdeen gnilhffiLhph ihiw (;nlhwtnot 
CmlnenLos bdhw dlluow krow e kil a warh pod dim. T’nevah 
[&({ a licnep he? A crib l'nstod kruwiiiiiny lliwat ebetnirra. 
S'cnlu suil lb in rub spdhi tuob?... 

3, | Hit? t'nifd«rti„. r . 

H[> fkas, hur she Lsa.1 ItllW (IllOi hocDhr, 

l>na on m'l ion pniojcii Ikt un y heihw whmihcs'a ni. 

4, OUTSIDE 

1. Fin u-lag i'nod nepo? 

Emt, woih cun. Net mo net rof noitaYTwbu! F.rcht era sg;asv 
uLili iLMi'ili rfhEotuhi eh[ (nori'rood • Eh sgwutntvdj.kMl 
dnutrracht icn-li lb nit shaft kit a LUFERAC lions gnob 
cht heath, 

2. Woh od I ym e-vi l..i uu chi yaw oe ehr hcaeb. 

Ylbeisab [eg dir foehi lamina- Fi uny t'nod tniw inib gnimoc 
h eLss ? Uoy esu chi ega dlo du am toc brilw IEa s^od etah,, tub 
il l dnaisrednu -T’ndid uoy rev? evah a gisd. 

5, INSIDE.. AND OUT AGAIN 

1. Wob tid I teg titiii L-b L rsubh teporp? Trats morfrhl 
yiebbu rtl*. s? a dosig raljyub dltioha, netui- 

FZniiuaxc wodnnr. Nepo ii- Houle urhi.pit nehw uoy 

wtink wobl Udy tliwosb dtrn ni peck thi dmioh iciuq, 
hcihwsi on mtilbyrp.ckatmili t rrhwt mos t h nacyalp. Ereht 
si a noitaeol tij cht adnuorg hrihw sknvw. Sa eenanep rot (on 
giiidnifthi etioh, uoy use klaw dnuor? liiuu uoy dnifti! 

2, Erchwod rhrsdunnhsenioc mad'diuwuhvd! pots mein? 
Ilrh, dna uoy I'nicpuBtntlii. Uoydenommus mrht nehw 


uoy daer gnibttimof uoy fiidlnoh* twab. Knihl krabert lauj 
crofcb uoy dutch eht gnilwoh dna nvcofaw uoy c rew gniod, 
t’tind od ri maps! 

.V Erthw ii cht dor ocddihP Kevcn draeh to icsuch iiiiw 
dallcnap si law ^iiilatCIIOt spuhl? 

Ktikk no won, crcliw dluow uoy konl fi a iht 'SAW 111 Ahllgl 
Eitsirtic? 

{Yeht ytl.uisn edih keabuoy ivonk> 

4. WuJi od I peek ebt kcud triuq? 

Uoy di’cn ai esolo s’li kitb dna n uoy i’nac hctac ti ot ddi t ht 
rgnaro ceuas dna tdii dalas, yrt piivig ii a tittriJ d«rb 
gniflunl 

5. KcbtolTwig SpiihE OE *d isclihw gllircdnaw dnunra. 

Enimaae cht ySlof, cht Ischc and chi KobJiani dna ckat taJiw 
uoy nac, kruht, mob? Eahw uoy I’nae dna yhw. 

Ck. Won. m'l ni, woh od I cegTUO? rsMjeteiiccbifiiiihii'jiod 
nepo eno yaw E'nscod natm olytts.......... 

6. WHERE NOW? 

1. S'iiIiw si In inoba sdnalsi. I (’na^ disif yn.i sdn.dsi ! 

Ebi yaw er’itoy ^uyalp ml ton desi rpnis. woh yn*m se ule si 
sik woiiE? OotyEiuL Dniftht idnalii Hemioy —dn a sryycht 
EllA TNATROPML 
1. Eiaclp? 

iln ihprla hpidlilli yhw I rebtob II'1 irvrn wunk. XJoy era 
TON piOg 01 ckam Ei bj;uorht wshhyna; ttiiicrtspu inorf 
chi dnyf, 

3. Woh od I ssorc o( flit idnabi? 

Ni chi tntvp. h ciop nac eb tdim inorfy™ tSOol doow piiyl 
dnuofi eht ecalp.a csool liardnah cv’uoy nrn eno fb citibt 
ydacrli siht pin.. 

4. Dralieir sknis OEni chi pub Ii s’eh piraat eht flop" 

EniS stod! 

kcEEcb dni f cntseimns ohw ['tttcod, eiuHitushiiw ma sp.t l 
mill Lloyot miws htiw diu oliw trvcjl y.niyrtaL skciis .. 







I teg yU^lcfwiSa tsol net eht sdnaHi. tahw od I od? 

Ykciri (Lkt eno. Wealth si* wolbyhwnlb noitokM. Etaisuart ii 
irtkiL yb cnal » dna udm twy rl-rt- n ti. 

*ekat fl»p tnorrMn. 

*reg m tnup. 

^s^.e, 

*kool ta KdlottO+tJ 
*tcg tuo ft? 

‘datr (trow. 

*ya*'hawk\ 

'ifj; ni mnp- 
^n.s-p.tt. 

*ya*'3;awk' 

^legtta (i> chlftnup, 

.(-(1 ■ 

HrHumsup i*>y kcab no chi pudiiiw htap dn-a ft mOv 
nicy srcvtiuibj uoy, 3liw ruh LtuhiilpMfi lb eteht s: 
oc od no chi sdnaUy 

7. THE DREADED MAZE 

I, $iht 'ilsl-lkI fflc«ot og erehwyiu tfKtxe semitemoj! 
Llcwtl ti a ctiiM, gnixama hgwfa ii tdnuos dtwyxbt ere 
dciDppuiHJt ch pliiuflioc Etch * h ti Ion twliw uoy og tub 
uhw uuyudnbi stcefla moy Kcninmutfic! 

2.1 knihi i’ereh t a gob ni *Kt inn ti segrtahe wpiucoL 
Ti I’tucod uoy ot), 5tj a gniEcopvrtjfi cnm. Emfls irmiiei 
evnm uoy dnuora ErehE era tawc siiunicdcknil rehtegot. 
Uoy vwin evali orcrugiftuo tahw ti ui uoy od ot hetiwe tovo. 

3 . W’oh od l teg ehc dlogiiioc? 

Kht worrt’mi neck oe crap hriw ti. Deef Et gnihtentn*. am 
yna etna g dnuihi.i no rosy slcvart? Swpfri; ytsan 

sdri b, d na nctfo c tab dal dtuh t ahl evah ilttb 

Jcnraw. 

4. Woli od I hast cht wore? ■■■:' 

(Joy ['nit. R.ollikri. L ftEN hth* jfcdart ni ueiy? 

5.1 deen irciona ciiwrehio iiht owir^' ieifjJ febsi 4 - ni rht xob 



Ko Ko - ivliJ ntt™ iw teg ot eh l wvtlc iub- Jvrafr sSPV vtia 
aedi wok gnul ti kooi ot kiaiht lla oht pu? 

Ii refob 11 ny nacd [; d IL nioc II oy dee-n j c vo I ^ liifcj 
Ljaed otJecfebl wore. Elm snokpo era ehEhiif4|Uit!lKi!faW. 
Ifchiie cnolbu iHl. Fhi dbbaruDynitrvlci ntfilcimoyiliuj 
rebmcnuT uuvivsli pleh htiw ehl Jntih [a dnah, ret erom 
ylekil t* leehr' 

Ot ieg cht heit" Cpr»i frat^ morf"chi piidniw hup). 

# w. 

*:e^ evefe 

Tabs UEiy cht evolg. MniJ'du gnidriUv heap: 

*54jk 

*?- Ltihc- 

-etise, (Yna tcejboekrnw). 

5r& cieif. 

trHimnKT ti n.n, 

mat. teg mih. 

(oi gnidniw heap tiiaga). 

Ghi i^-iA Kpilk netWttb owt e Ipaans ilietenL" yr¥ CO 
emu uoy teg TO pord in teejibo. Reno Litiy Enaps eht krirt li vi 
yiiw deppam. 

Won rofehs nioe^ 

‘'S.t.S.iiW.W.W. 

*u. 

*!up evolg nt>. 

* 11 . 

*evig ktifftt wore. 

*W1. 

*tognioc- 

fr d, 

Fi uoy leefyUaer luorotnevdi, yn psivigeht wore ekt 
hciwiiim ro gnideefti mohriw cht cwlp. 






8. THE CHURCH AND THE MOUND 

L Si ereht ytu lump ni gnidaer rhliflicOtvarg^ 

S«y fl no} 1 maw at evlos chcytetsym fo e3n n>nam. NacLc 
meht htiw gnihicmcrs. 

2 S taliw eht fccin htiw eht rood? EhJjnW ri, esole |j 
hcUOE ta. "£urht ri won ilm uoy ['llinvfbcrchWuny t«Mr 
□ E ebl 

J. Wob od I reg pu ofni chi II eb rcwot? 

Bmilceht epor. 

+. Woli esc! 1 bmilc eht mporl* 

Tank trtJtn snoiiseut) ylrms!! 

5 - Cnignit eht llebt'nscod krnw. Ti lliw ti uov od ri htiw rht 
(hgir piihrdtia ehl tcerroc rehmun fo semis. Rebmemer rht 
nitfc tioy dtutws os drah ut teg? TsW uwoti? 

6. S'errhw eht yaw ni at iaht? 

aed33u ebtyllof Fi uoy togehtllcb gnignar rhgb s'ereht a yaw 
nwodwOJl. Wuhs laht eht CU<|alp gnlkop inifta mi h do a 1'h 
Itirw Og rto dna (tvs tUO NrirE. (Joy rail devas eJil Esrevinn, 


ADVENTURING TECHNIQUES: 

A FEW POINTERS ON GETTING 
AROUND 

This introduction is divided into two tecriom, wfaich deal: 
with adventures in general, then DEMON'S TOMB in 
particular. If you arc familiar with the genre, you might like 
to skip unto the section headed DEMON’S TOMB. 

AN INTRODUCTION TO 
ADVENTURE GAMES 

An adventure game is an interactive story i ti which you 
control the main character. Each turn the game gives you a 
description ofyour character's current situation and you 
respond by typing in what ynu warn your character t y do 
nest. If the game understands your input, (he character wiJ] 
attempt to follow your command and the consequences of 
his action will be reported: otherwise, the game displays a 
message saying whae h doesn’t understand and waits for you 
to enter another command. 



As an example oftfeis interaction consider rhe following 
dialogue with a traditional; adventure game. (Lines starling 

are player input) 

You are standing at the end of a road before a mall, 
hnck building. ArLsundyou is forest. A small stream flows 
out of the building arid down a gully, 

►enter the building 

You are inside a building. A wollhouse for a large spring. 
You can sec some keys, a shiny brass lamp, some food and 
a bottle 

itdfC the keys 
Okay. 

■rate the lap 

I don't know the word "lap ,t - 

►take the lamp 

Okay, 

►rub the I amp 

Rubbing an electric lamp is not particularly rewarding. 
Anyway, nothing happens, 

'leave 

You sty at (he erid of the road again, 
go south 

You are in a valley in the forest behind a stream 
tumbling along a mrky bed. 

►go south 

You ate in a 20-ft depression floored with bare ditt. Set 
into the d irt is a strong steel grate mini nted in concrete. The 
grate is loekrd. 

►unlock the grate with the keys 
The grate is now unlocked. 

As you play you will encounter problems wliich will 
need re be solved using the available objects and your own 
native cunning and intellect. Unlocking the grate in the 
above example was fairly straightforward. A different ploi 
might nut provide such an obvious solution. Youmigh: need 
to oil rhe binges or pick the lock wiih a piece of wire, or even 
open (he grate with a crowbar. Alternatively, examining the 




pair may rcvrjl lliai It i S welded fbuE; in wtlkcfi MM 
dynimitt might provt more effective! Solving one prohlcm 
may require you to solVC Mbf T dritL you may need to 

get the dynamite out of a locked box slop it getting wet in th c 
rain and then find sonic way to light die ft lie, for example. 

As you will have «eti from die example dialogue, to 
input a command you lype in a simple sentence after the 
“>” prompt. 

HuwCVtrr,rb is dialogue does not jh>ow you tbit you have 
to press i lie RETURN {or ENTER) key after yon have typed 
yLiLLr sentence; nor (bar it dona^t matter if you hk capital 
lelters instead of small Okies. 

Although you will he ablr in guess most of tlte 
comm mdse sscntialforplay.it is useful to know chat there is 
a common core of commands used in almost all adventure 
games. These ate listed below; 

GO {direction.! 

The direction can hu: north, soul]I, east, west. up. down. 
Thete fnay he abbreviated let: n.i.c, sv, u.d respectively, and 
yon can miss out die “go” if you want. For example, die 
following all mean die satne thing: 
ihj north 

f>n 

uiorth ■■•.■ ■ s ■■■ 

in 

LOOK AROUND 

Ibis redescribes your ■character'* current situation. LOOK 
may be abbreviated to 1 and AROUND maybe missed off. 
eg, dock a rot i nd 
ikwk 

rl 

TAKE (.someth mg) 

Alternatives are GET and RICK UP. 

eg. 'take the book {note; ,L (he H can be runted irut) 

■take book 
■get book 
■ pick up book 



DROP (something} 

An alternative is PUT DOWN, 
eg..drop book 
►put book down 

INVENTORY 

This displays a list of Use things your character is carrying 
The command can he cut to I, or inv 
eg.'inventory 
ii 

EXAMINE (something) 

This may give you more information about an object. 

An alternative is LOOK AT (something)- 
c^wtimint book 
dook at door 

Even ar nicd with knowledge of these commands i t i* nor 
alw ays obvious ivliat ywu haye to do nexL.. To help at such 
times it is a good idea to gather as much Information 
a* possible; .'■■■■■. 

— Explore the game world and draw a map. 

— Examine rvitjldd%. (fle-tiLL-mbc r that some things 
do not appear in the list of objects at the end of a location's 
description. For instance, you may be able to examim- the 
ceiling, floor and walls of the wellhouse in die example.} 

— Re-read descriptions carefully, looking for bidden 

clues, 

— Experi merit with objects and see what happens, 
looking for clues in the game's responses, 

You should not expect to romplett an adventure game 
in one, or even a dozen, sessions; many replays are required. 
Fortunately, you don't have to start right back at the 
beginning every time you, play t you ran save the stare of the 
story to disk and the n reload it at the start of the next session. 



